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YY ASE THE STORY B 


= = he oe Herdlinan SA /gs just ப க்‌ [2 
Europe after a fruitful voyage through South America. 
Whilst on their trip, the explorers discovered many Inca 


ーー リン One of these tombs contained the mysterious mummy 
の the Inca Rascar Capac, which the explorers decided to bring 
_ Back to Europe! Their amazing adventure starts to turn sour, 


_ when four out of the seven explorers on the expedition sud- 


= denly come down with a mystery illness. Worried about the 
“curse,” Tintin tries to find the last three explorers, who have — 
= So far been spared the ravages of the sickness. One of them, — 
_ Professor Tarragon, explains to him that the cause may well 

_ be the mummy that the explorers had brought back. Tintin is — 


tional incident < occurs: Professor | と — /5 ee 


| determined to solve the mystery, particularly after an — x 


CONTROLS 


o X Button 
- Push (pressed with the 
Control Pad) 


* Control pad 


_- To move the cursor through the 
various menus 
= To move Tintin 
- To move between リフ 
and foreground — 
- To pick up and put down objects 
- To climb up trees or onto 
platforms 
_- To bend down 


° A Button 
- To use an object — 
-To operate a mechanism or 
switch 


° B Button 
To jump 
_ ・7o scro// the 4 sequences 


“Cool Pap 


Sue MM 


Sram Buron | — | — 


o Y Button | 


- To run (pressed with the 
Control Pad) 


- To do a long jump (pressed 
with the B Button) — 
- To throw an object (box) 


° START button 
- To start the game 
- To pause the game 


` To go directly to the next level 


without viewing the video 
sequences 


3 Button x 


ーー Y Boron x  - 


7 sani THE GAME x 


の ーー He curse F eee Moe insert the Tintin 2 
Prisoners of the Sun cartridge into the Super Nintendo 
i Entertainment System game console and turn the 
machine ON. You will then see the copyright screen, the lan- 
_ guage choice screen, the Infogrames logo and the game intro 
_ screen displayed in turn. To move from one screen to the 
next, press START until you reach the = LE と TION ME Ne where - 


you have two choices: 


ーー - PLAY: ify you select this option. y you will start à a gam - 


x ° の 7 JONS: if you à select His option. you can modify t the follovin —< 
_ settings: ーー 


+ -Difficulty level: (கு Medium or Hard 


ー2- SIS: If you select this, it will put the sounds made by some 
_ characters through your hi-fi system. If your character 
moves from left to right (or vice versa), the sound will go 
left to 人 KA across the speakers. 


| 82- Music: ae or Mono 
4- Music: on or oft (you can listen to music or turn / off) 


5. Test Music: you can listen fo all the music files in the 
_ game x 


6- Password: If you have played 
~ previously and you have been 

_ given à password made up of a 

 ComMbinalion of nine stones 
(some wi// be pushed in, others 
will not), select this option. 
-= This password will let you start 
... the game at the point where the ` 
_ password was given, instead of 
` beginning the game all over again. — 

_ To enter the password: Select one of the nine stones using 
the right or left arrows on the Control Pad. Then press the 
_ A Button to push in one or more stones. Press START to 
— He the அதத்‌ x 


The score bar provides you with the following information: 


s TINTIN'S FACE: this is located in the upper left-hand 
corner of the screen on à parchment. The number — 
next to Tintins face indicates the number of lives — 
ん have - 


THE PARC HMENT: each time Tintin is hit, the s parchment rl 
up a little. The fourth time 
he is hit, you /ose g ん 


° THE CLOCK: g ன is be in the upper right- ` 

| hand corner of the screen and indicates how much — 
_ time you have left to finish a level. When the hand 

— ñas gone around the dial once, the clock will spin 
for a few moments. I "o have not 2 — 


— 0 で 


° OBJE TS: As you progress Siu) the. game, you can oe 
objects that will be very useful to — — such as a stick, 
a tool, rope, and the like — ー 

are displayed in the top 

left-hand corner r ச. 

| scree, 


. > TO RUN: press 


x | POSSIBLE ACTIONS | 5 


உ. 。7 の CRAWL: x 
| bend down and 
| : = press leftor 

right o on the と No Pad. 


・7 の 206. press ட்‌ っ — 
| | /eftor right on be 
6 ட Pad. 


sp の OR PUT DOWN a し 


— -the Y Button and — 
ーー fees or ls on + 


nm. 

x OBJECT: press he 
ச த X Button and cleft 
— っ 70 BEND DOWN: press த right c = 

de wn c on the ம்‌ is Pad. Ç a. - ஜு 


te. 8 Button. க 


| 7000 4 LONG JUMP: run ur ச“ 
と ress s the B _ Button. = | 


x AN OBJE CT: — down on ィ ー 


x POSSIBLE ACTIONS — 


° 72 TURN ON A LIGHT OR FLIP A SWIT と h: press the A Button 


° TO MOVE FROM THE BACKGROUND TOTHE MAIN SCREEN - TO 60 
FROMTHE MAIN SCREE NTOTHE FOREGROUND: press down on 
the と ontro/ Pad. 


° 70 CO FROM THE FORE GROUND 72 THE MAIN SCREEN - 7 の co 


FROMTHE MAIN SCREEN TO THE BACKGROUND: ER Sa on the 
_ control Pad. 


・72 CLIMB UP TREES an ONTO PLATFORMS: S: press up on 
the Control Pad. 


* 7 の S WIM FASTE R: Press the Y Button + swimming with 
left or We on the 6 ontro/ fa 


° TO DIVE: press down on the と ontro/ Pad. 


GQ e/ の SPEAK TO SOMEONE: move 

next to the character to whom 

you wish to speek and the dia- 
Sogue will begin. Press the B 

_ Button to see the entire 

M exchange with the த பட்‌ 
_ you have met. 


。 BONUSES _ 0 


During の "ek ட்‌ ve of the AM bonuses: 


| u ° GOLDEN STATUETTE: this bonus gives ee 
の の と _ 
° > の Loc K: Mis bonus gives you extra time to 


ஏ finish a level. 
ae — ee ட の you an extra life. 


° THE CAR 


` You will 7 eave ce アン ジン : 
by car to try to find Professor 
(aus, who has oe been kid- x 
fee 
Here's how to drive your car: 


Tota left or right: press deft or と right 0 on t the Cont ‘ の / P ad. —w 


| ET SEQUENCES | 
° PROFE SSOR TARRAGONS GARDE N 


When ‘hee ge to ee 
Tarragon's garden, Tintin and 
Captain Haddock will have to 
disarm à gunman who is waiting 
in ambush. To do so, Captain 
Haddock has a pistol with a limited 
number of bullets. Use the bullets 
| only when absolutely necessary! 
here are the various ーー that are possible with Tintin and 
¿ aptain Haddock ( characters that y you control one after the other): 


ーー Switching between Tintin and C aptain Haddock (and vice versa): 
do change the character you are controlling, use the x Button. 


x - Making c — Haddock shoot: oe the B Button. 


| Don't s to ர up the object which will I telp y you to disarm 
| the — x 


- To accelerate: press the B Button. 


- - 7o slow down: rer the B Button. | な —Ç ーー u — 


eTHE CARRIAGE 


Tie wagon in which you are riding 
has been sabotaged. Here's how to 
move around i in the wagon: 


~ ie To move left or right: press left or 
| ん several times on ? the と ontrol Pad. 


தி ee -~ 
| Tintin | is ட iy g es in tiel し — ae Since he does 
not approve の violence, our hero dodges the thug’ s s blows. 


P dodge while standing up: press the X Button. 
To oe while வட down: ee the A Button. x 


ச்‌ THE CONDOR 
After Tintin has saved Snowy, F 
who was being held “prisoner” 
by a terrifying condor, the 
ー great bird returns and attacks 
our hero, who has only one 
alternative if he is to avoid = ー 
Smashing into a rocky — 


—Ç ー Parry the movement of De x ーー 
Condor: press left or right on the と cw Pad several times, 2 
-ding on which direction you want to go. | கக 


— - de go 74 the condor's ர ட்‌ the et B Button, ー ——_ —Ç —Ç — x 


SEQUENCES 


சர்ச்‌ AVALANCHE — 。 
In this sequence, fraught with 
emotion, Tintin must escape 
from an avalanche. Here's what 
he can do to avoid being caught: 


= Move to the side: press left or 
right on the Control Pad. 
- a — the B Button. 


as THE JUNGLE 


In this level. your n mission is s fo x your friend Z Zorrino make h his 
Way through a perilous jungle. Here's what you can do: 


- Break off part of a branch: climb onto the branch that ) you want 


to break, then jump. 
- Attract the ant-eater to the ear till: position yourself behind 
the ant-eater ん then move m 


You swill t then come e face! to face Wik a -o 5 Het y you 

— will not be able to subdue 
| unless you do the — 
_ two things: 


ーー -Throw rocks: use the 4 
Pin 

-Hit it with ッ stick: use the 
A Button. 


ச்ட்‌ 

In @ canoe with Captain 
Haddock and Zorrino, you 
must battle the elements 
and some ferocious croco- 
diles that are preventing you 
from making à smooth cros- 
_ sing. To protect yourself, you 
x will need to do the ro ve 


ー Paddle — canoe at the の use etie A Button. 

- Paddle the canoe at the side: use the B Button. — 
_- Make the canoe go faster: press right on the C ontro/ Pad. 

_- Make the canoe slow down: press left on the Control Pad. 

- Move the canoe sideways: press up and down on the Control Pad. 


THE NEWSPAPER 


In this level, you must Nori x page a a newspaper by 
u 2. “5 the MA that you have in your possession: 


- 7o select - place , g piece of newspaper: use the Contro/ Pad and 
_ then ae the B Button. 
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